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can no longer stand the terrible 
From Hope Island, Gaia 

Our World is in peril! Gaia. the Spirit of Earth 
destruction plaguing our planet. She must have help! 
casts her five magic rings around the world. Each of the five Planeieers 
receives a ring and its elemental power: 

Kwame from Africa has seen forests turn into deserts and wildlife disappear 
His power is Earth 

Wheeler from North America has seen the cities become polluted, unhealthy 

places for children and animals. His power is Fire, 

Linka from the Soviet Union has seen the terrible results of nuclear 
meltdown. Her power is Wi 

Gi from Asia has 
power is Water. 

Ma-Ti from South America has seen the destruction oi the rainforest begin. 

He wants to save the secrets of its healing plants 

pow er is Heart 

■8 
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before it's too late! His 

-i 

■ 

By all their powers combined, the Planeieers summon Captain Planet. An 
environmental superhero with supernatural powers, Captain Planet combines 
and magnifies all of the Planeteers powers, Eartht f ire, Wind, Water, and 

Heart He can become any of these powers to fight enemies, get bonuses and 

save the planet If Captain Planet is exposed to pollutants, such as acid rail 
toxic waste, smog, etc., his powers are weakened. So it's up to you! Join in 

Help save the planet. Take pollution down to 

X 

1 

zero. I i fE POWER IS YOURS! 
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To play, follow these steps: 

1 

close tiie lid. 

Make sure your NES unit is properly connected, then press the Power 
button to turn it on 

2 
M 

3. Press Start to begin play 
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On the outside of Level 3 

Hoggish Greed] y is 
toxic 

out on bail! This time, lie is netting dolphins and dumping 
wastes in the ocean! Use the Planeteers’ Eco-Sub to fight missile 

launchers, floating mines, and enemy ships. Along the way there are propellers 
on the ocean floor and the sides of caverns that push or pull the Eco-Sub, You 
only need to use one of the pushing propellers; avoid the others. At the end of 
the outside level, land in the pig-shaped entrance to the illegal dolphin cannery 
(>n the inside, help Captain Planet avoid traps, get bonuses, and shut down the 

t the end, Hoggish Greedly has a toxic fish gunk gum Get past the 

Use Earth power to drop rocks on open missile launchers and floating 
(3 rocks destroy a mine) 

Save the whales. 

Press 

mines 
p 

to escape the pull of propellers. or 
n 

- 

On the inside of Level 3: 

Use various powers to gel past toxic fish gunk. 

Use Wind power to get past fish grinders. 

Punch silver spheres 

Punch small yellow robots. 

cannery, i 

fish grinders, touch the gun. and he'll surrender. THE POWER IS YOURS! 
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Look for an octopus' garden in the sea. 
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THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES 
WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED. ANY IMPLIED 
WARRANTIES INCLUDING IMPLIED WARRANTIES OF 
MERCHANTABILITY AND HI NESS FOR A PARTICULAR PURPOSE 
ARE EXCLU DED P 

IN NO EVENT WILL MINDSCAPE INC. BE LIABLE I . >R I \ )l N i 
S 

WITH THE GAME PAR b 

or ■ i 

consequential damages or limitations on how long an implied warranty lasts 
the above limitation or exclusion may not apply to you. This warranty gives you 
specific legal rights* and you may also have other rights which vary from state 
to state. Address all correspondence to: Mindscape Inc,, 60 Leveroni Court 
Novato. CA 94949, or call (415) 883-5157 
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This equipment generates and uses radio frequency energy and if not install id 
and used properly, that is, in strict accordance with the manufacturer’s 
instructions, may cause interference to radio and television reception. It has 

■i - 

device in accordance with the specifications in Subpart J of Part 15 of FCC 
Rules, which are designed to provide reasonable protection against such 
interference in a residential installation. However, there is no guarantee that 
interference will not occur in a particular installation. If this equipment does 
cause interference to radio or television reception, which can be determined by 
turning the equipment off and on, the user is encouraged to try to correct the 
interference by one or more of the following measures: 

Reorient the receiving antenna. 
Relocate the NES with respect to the receiver 
Move the NES away from the receiver 
Plug the NES into a different outlet so that computer 
and receiver are on di! ferent circuits 
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ic seizures when 
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viewing certain kinds of flashing lights or patterns that 
our daily environment These persons may experience 

are commonly present in 
seizures while watching 

Players who some kinds of television pictures or playing certain video games 
have not had any previous seizures may nonetheless have 
epileptic condition 

an undetected 
We suggest that you consult your physician if you have 

epileptic condition or if you experience any of the following symptoms while 
playing video games: altered vision, muscle twitching, other involuntary 
movements, loss of awareness of your 
convulsions. 

an 

surroundings, mental confusion, and/or 
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